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A Low to use this book ag. 


In this book you'll find lots of space to write your own 
stories, as well as ideas and suggestions to help you 
become an amazing author. You can start writing 
right away, or you could turn to the ‘Story 
Writing Toolkit’ on pages 82-95 to find some 
help, with general writing tips and checklists. 








There's space for you to write 4 .s 
title for your story here. 




































ais png per 
Woden deg (psthng 
_ Part) Ip big you 
bert right ane the etn. 
a8 
to the rail of the Ship e a Demand 
rs vd that. cr 
sed this w2¥ mn cw eek So e ba a 
+ storm he'd ever seen, Wit a8 a 
one lurch, he Felt hieself being = ag 
th the deck, Winded and a: qve writing 
tel Looked wp 32 ath of ae 
Questions te ak Lightning lit vp the ocean. He gasped. : : : 3 
yaaa you start fe ahead of the ship's bow, he Samu goof ry ; ; : 
* Whe it 
Bt a6 
a6 on 
! = 
a6 : 
ae 
as 
ae 
a8 
a6 
a6 


















Stowaway an 
There are story suggestions free aa 
here, and questions to ask tars _ 
yourself a5 you're planning “2%, - 
what to write about. Ae An 
tM ayivecn hs 
escape “7s 
\ Penning avay | 
| survivor 
Sone pages have lists of | Wiser : 2 
‘Captai 
interesting words that ff trsuuic = 
might be useful. 2 
age 
ii | 





eoe@eo 


y 
4 


( 


c 


(and maybe 4 thesaurus) 









Spare paper fo scribble | 


ideas and plan your 
stories on, and to finish ba 
any stories that ave too 5 ea 
long to fit mM the Wook sti ideas. 
a 














( 


} 


STory 
Writing 
SecTion 


Cy ¢ 


Cr BCR 3 


CPC e EC EC BC) 


- 
oer 
a\t 


rY() (90) ( 





—_ ae 


| aN or el 


(Write your Story 


titles . Stories coyrtents pa ge a ip & 


Reo eee eos ie 
i 78 OS wel se lae cel eee ees 






To get you started on 
your first story, here’s an 
outline with blanks for 
you to fill in the details. 


You could choose 
characters, settings and 
actions from the lists on 
these pages or invent 
some of your own. 


Character Suggestions 
° clown 

- Spaceman 

© schoolchild 

* super villain 

* fairy 

* naughty twins 
* baby elephant 
° explorer 

. knight 

* talking cat 

° detective 

* bad—tempered giant 
* lonely orphan 
° dancer 

* sports star 

° opera diva 

° friendly dinosaur 

° cunning sleuth 

° long-distance runner 


* puppet master 


@, 4 








(Write your story title here.) 


Once upon 4 time there was 4... 
(Describe your main character here.) 


Who lived in/went to... 
(Describe your setting here.) 


One day... 
(Something happens to get the story started.) 


And $0... 
(What does your character do next and what 
does he or she hope might happen as a result?) 








However. a 
(Something goes wrong.) 


Then... 


(Yow does your character try to solve the problem?) 


Eventually... 


(Does your character succeed?) 


In the end... 
(Bring your Story fo 4 close here.) 





ime 
& 7 
Setting oo 

° spooky ky cast 

2 deep, dark forest ih 
. long ago 

© desert island N 
* sports stadium | 
° future city i 


king's palace I. | 
* little cottage 
* boarding school . 


\\ Sates 
Hie 


_ 


Lg 
ae 
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ae 


° beach resort 

° mysterious ruins 

< underground maze 

* land made of cake 
* pirate ship 


° Museum 


Possible story starters 
— the character... 
* sets out on 4 journey 
* finds 4 treasure map 
* discovers he or she can fly | 

* puts on a show 

* goes shopping 
* enters a Contest 
* arrives in a Strange land Ay 
* veceives an invitation 
* moves house ps 
* decides to have 4 party j ; : 
© discovers 9 secret door (ae 
* runs away from home 
° becomes, invisible 
* makes a new friend 
* finds 9 magic pencil 
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All stories need a Problem — 
See middle Sore wai g Joes wrong na 
n : 
as — 4 rnystery, 2 dramatic 
event or 4 disagreement. ~ 
Before you start writing . 
a story, it’s a good idea + io 
to plan an outline of Build—u ' 
what’s going to happen Some A . st 
in each part. ‘ J Resolution 
happens To your ; ~ 
fi 2 The problem is ; 
characters to tm ah 
One way to do this is to __ Start the action. ag a ~ 
think of your story as a i , 
mountain, like this: / \ — 
tie End = 
; Beginning The threads of the = _ 
% Introduce your characters story are tied up. : 
and the setting. = 
Now write an outline for a short story. a 
Beginning 
- 
Build-up . 
Problem 
Resolution oa 


End Le 









Follow your outline to write up your story on this page. (Write your 


Story title here.) 








Making up a character 








Who or what is he, she or it? 


Appearance: 





Strengths and weaknesses: ( F Name: \-= 


~ 


Likes and dislikes: 






Goals and ambitions: 





tlre 


Personality: 


C) Ce! ¢ 
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Onere 





— ee a 


; (Write your 
A day in the life Story title here.) 


Once you’ve decided what your character is like, it’s what he or she says and 
does in different situations that helps to drive a story. Imagine it’s the strangest, 
most wonderful day of your character’s life and write a short story about it. 


* ~ 
es out ae 


The best way te bring your character 
to life is to describe how he or she acts. 
For example, you don't need to saya 
character is generous if you show him 
doing or saying something generous. | 


You can find more help with building 
characters on page 8G. 
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“Where on Earth? 


a. 


Whether you set your Deav ones 


story in the real world, 

or a fantasy kingdom, 

on board a pirate ship 

or in a toy store, you ! 
can make it more 
vivid by describing the 
setting in detail. 


To help you flex your 

descriptive muscles, 4 
write a letter describing 
your home tosomeone =~ 
who is coming to stay 
for the first time. oy anes 


Imagine your guest 
comes froma foreign ~ 
land - maybe even 
another world. 


It may all be familiar 

to you, but what would 
it look, sound, feel and © 
smell like to a stranger? 


Do you have any 
unusual objects or 
customs at home 
that might need to 
be explained to an 
outsider? 

















‘School j ural 
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One way to get inside the 
head of a character is to 
write as though he or she Mond ay: 
is telling a story about 
him- or herself, perhaps 
in a letter or a diary. 


; 





This means that — instead 
of writing about the 
character as “he” or 
“she” — you write from 
the “I” point of view. 


Fill in this journal to tell 
the story of a character’s 
first week at a new school. 


Questions to think about 

¢ What kind of school is it? 

¢ What are the teachers like? 

© Where is it? 

¢ What classes does it have? 

* How is it different from your 
character's previous school? 

* Does he or she join any clubs? 

¢ Who does your character think 
he or she will be friends with? 

° |s there anyone he or she 
doesn't like? 

© Does he or she get into trouble? 

° |5 there anything next week 
that your character is locking 
forward to, or dreading? 


of Ko 
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Tuesday: 


Wednesday: 


A playing Fields 
best friend 


Library 
nervous 


uniform 
worst enemy 


late for class 


cheatin 
teacher's pets 


homework 
class clown 
dornitory 


[ereremeerer) 
clever 


bunsen burners 


detention — 


a 


A-grade — 


pushing shoving 


locker room — : 
19 
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Thursday: 








®) 





The weekend: 












A story can turn out very 
differently depending 

on which character you 
choose to focus on. 


Usually, Cinderella is told 
from her point of view. But 
what if someone else took 
the spotlight? Try retelling 
the story from the point 

of view of one of these 
characters instead: 


(Write your 
story title here.) 


~ 













Just to remind you... 

\. Cinderella lives with her 
father, her stepmother and 
her two ugly stepsisters. 

2. She does all the 
housework. al 

3. The Stepsisters ws 
ge off to a 
ball, but Cinderella 
has nothing to wear and 
stays at home. 

4. Luckily, she has a Fairy 
Godymother who conjures — 

ball ae ose 
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(Wite your Story title here.) 
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Imagine you find a Be ~ 
Boch ole ie oad al Billy clung onto the rail of the ship as ae 
| andfind thatsomeone —¢ = the vessel tipped this way and thar. It 2% 
tory in it. But then, i ; was the worst storm hed ever seen. With 
... It’s up to ‘ . WY 
cash it, oe one Powerful lurch, he Felt himself being . 
ae thrown across the deck. Winded and ba 
Bic deahicak terrified, he looked up as a flash of ea 
yourself before you start lightning dif up the ocean. He gasped. — 
* Whe is Billy? Just ahead of the ship S bow, he Saw. - 
© ow old is he? is 
* Why is Billy on the ship? Y 
* What kind of ship is it - i 
a navy vessel, a pleasure ai 
cruiser, 2 pirate ship? ~ 
¢ Who else is on board? 
* Where is the ship going? Ww 
\s it going to get there? 
© What has Billy just seen? ~ 
° What danger lies ahead? : 
}+ How does Billy try te ia 
| overcome the danger? ww 


es anyone help him? 
aything, 
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Sea monster 
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But now you can decide Once vPon a time... 


how the story goes, using 
the lists on these pages 
~ to help you. 








Possible characters 
_ * prince 

: princess 

° fairy godmother 
* mermaid 

© odve | 

* wicked queen 


. big, bad wolf 


wf 


Settings 

* magical castle 
—— S underground caverns 
 * up a beanstalk 

tay house made of sweets 
bottomless well 
© wnysterious forest 





* flying carpet 
e magic ring, ; 
* glass shoe 
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. fortune 
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Build-up ideas 
The main character... 
° is called on 4 quest se 
* wishes for a friend 
* finds something magical 

* receives an invitation 
* has an unexpected quest Ba 
* arrives in a strange land 
* dreams of escaping ’ 


poverty 


Problems 

This character... 

* is taken prisoner 

* falls under 4 spell 

* gets lost 

* is turned into 4 frog 
° is injured 

* meets an enemy 

* is mistaken for 


someone else 


Fairy tale endings 
* wedding 

* enemies make friends 
* family reunion 

* Killing the dragon 

* returning home 

* 4 mystery is Solved 

* finding fame and 
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beautiful 
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Comic Stvip 


Here’s an unfinished comic 
strip about two young 
pirates going on an exciting 
treasure hunt. 


The pictures have been 
drawn, but what are the 
characters saying? 


Now it’s up to you to 
tell the story by writing 
dialogue in the speech 
bubbles. 
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Time travel 












Imagine it’s possible 

to travel through time. 
Choose a time and a place 
that excites you and write 
a story about a journey to 
that time. 


Questions to consider 
¢ Who travels through time 
and how? By accident? 
Or using some sort of time 
machine? If 50, what 
happens if it breaks down? 

° Where do your characters 
travel to and when? 

* Do they plan to solve 4 
mystery, to bring back 
future technology or to 
try to change the course 
of history? 

* What problems and dangers 
do they come across? 

° \f your story's set in the 
past, do the characters meet | 
any historical figures? 

* How do people live, dress | 
and get around in the time 
you're writing about? 

* Do your characters travel 

back to their own time in 

the end? 
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Here are a few times 
and places you could 
write about: 


* Dinosaur times 


a 


¢ The Stone Age 
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Family fortunes J 


Pp ; \ ' 
ToL SCL OCA EEE kn ncecepenenecenssooserreversereverrecensersorcssrooseeuee 
suddenly inherits lots of 

money from a long-lost 

uncle, and you become 

instant millionaires. 


But there’s a catch - you 
also inherit something 
else. Something that 
turns your lives upside 
down. (It’s up to you to 
decide what that is.) 


Questions to ask yourself 

* What's the first thing you 
buy with your new-found 
fortune? 

* Does your family fight about 
how to ue the money? 





A grumpy granny? a 
A dangerous animal? i 
A letter containing 4 


w 

family secret? a 

- A creepy old house? rr 
oi 
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bicker ng ¢ 


joking 













rivalry 
a half-sister 





Stop gather ice v 
Show off — ~ 
nagging - 





revelation <& ¥ 
Secret %& * 
Suspicion 
millionaires os 
luxury cruise wv 


shock 


hidden past 
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Write a story about a 
character who has an 
amazing power. But make 
sure your character has 

a weakness or two anda 
powerful enemy to defeat. — 
If everything’s too easy, 

the story could get boring. 


Possible powers 
* the ability to fly 


° invisibility 
* the ability to control . 
the weather a 


° invulnerability (can't % 
be hurt) 

* telepathy (can read minds) | 

° ‘bce (can move objects 
without feuching them) 


Questions 

¢ Where is the Story set? 

© ow does your character 
get her or his powers? 

° Are there any downsides | 
to having them? 

© What does she or he 
use them for? Fighting 
crime? Getting rich? ; 
Or something else? 

© Does your 
character's enemy 
have powers too? 
¢ What is your 
character's main goal? 
Does he or she achieve it? 


bO 





a 














Y . | a S —. 


oor 





<~<z . 

< wy 

Y 

ai... sccccncccaccccccoccccsdscssecsececeeecenscoccnccvvcusevoens aa 
animals who live in a 7 
forest. One day they learn = 
that humans are going to . 
clear the trees and build oe 
a shopping mall. Their oe 


homes will be destroyed. 
What happens next? 


ee Mery a 


. ee 
Questions Ed ? 
© What kind of animals = 
ave they? Are they a family ~ 
of the same Species, or sworn (3 
enemies who are forced to : 
work together? * 
¢ What is their home like? ~ 
Does it have tall trees to Ww 
climb or thick undergrowth - 
to hide in? |s it hot and wet be! 
or cold and dry? * 
* Do the animals rely on their - 
senses? Can they sniff out ww 
danger? Can they see or hear - 
things that humans can't? wf 
¢ What do the animals lock % 
like? Do they have thick, = 
padded paws, slimy scales w 
or dagger—sharp teeth? . 
° \ow do they move? Do they Ww 
hop, slither or scurry? - 
* Do the animals defeat on 
the humans, or do they WS 
have to find a new home? s 
—_ 
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Animal facts 
Sometimes an interesting fact 
can lead to 4 great story idea, 
f 0 so You may find it useful to do 
Gx some research into the animals 
you choose to write about. 
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scuttle 7 
* danger 7m 
frozen with fear 
a 
mt growl 
undergrowth 
_ whimper 
— $Sharl 
bounding 
| burrows 
Claw 


slimy skin 

panic 

poveritul 
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protective 
rough tongue 
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A billionaire has been 
found murdered in his 
mansion. The murder 
weapon: poison. 

But who poisoned him? 
A detective is called to 
the crime scene 

to investigate. 


Write a story 
describing how the 
mystery is solved. 


When you start writing, 
you should know who 
did it, but don’t give it 
away too soon. 


Questions 

* |s the detective 4 
police officer or an 
amateur sleuth? 

° Yow does the detective 
work? Slowly and 
scientifically? Alone or 
with 4 sidekick? By 
tricking the criminal Ay 
inte confessing? 

¢ Who is the murderer? 

* Why did he or she do it? 

° Does he oy she try to put the 
blame on someone else? 

¢ What clues does the 
detective find? 

© Is the murderer caught 

in the end? If 50, how? 
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—, \ a The Yeason Someone 
coymmits 4 crivme. 
—_— 2 
is 
Ly & For example, it could be 
B vevenge, for money, oy out 
La % | 
ee a of jealousy, hatred or love. 
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ed 
_ 
Evidence: 
7 The information and 
clues a detective finds 
oe to prove whos guilty. 
~— 


These could include 
LY _ fingerprints, a piece of 
clothing, @ lipstick print 


al on 4 glass or the 
Murder weapon. 
Wo 
Anaaaasscodoondg 
— : ; 
Alibi: 
Proof that a suspect 
was somewhere else at 
” | the time of the murder. _ 
VV 
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police station stake out 
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private investiqator 
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"You've just won a place at 





i * Does anything come 

' between you and your 
dream? A vival student? 
A missing costume? An 
accident? Stage fright? 

* Does the audience cheer at 


Bes 
Ps 
a 


BI 
a 


the world’s most famous 
stage school. On your 


; | first day, you find out that 


all the new pupils will be 
performing in a show 

at the end of the week. 
Can you put together 

a great performance 


§ in time? 


an Questions _ one 





a yas 

¢ What are are hee like? 
* What show do you do? 

° What's your role in it - 
Actor? Dancer? Singer? 
Director? Set designer? 

* Does anyone argue? 

* What costumes do 
you wear? 

° Where are you performing 
and whe's watching? 







the end, or are you kK 
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There’s one minute to go 
before the end of a big 
game, and it’s a tie. 

Can anyone win the day? 


Now describe the nail- 
biting action that follows. 


Questions 

* What sport is it? 

* What kind of game is it? 
Is it cup final in a new 
stadium, or a friendly game 
in a park? 

* Do the two sides have 9 
history of bitter rivalry? 

° Are you telling the story 
from the point of view 
of a player, a manager, 
oy 9 fan cheering from 
the sidelines? 

¢ What's the weather like 
- dazzling sunshine or 
freezing rain? 

¢ What if nobody scores? 

* Does anyone try to break 
the rules? 

* Do the fans agree with all 
the referee's decisions? 

° Is there 4 last-minute 
substitution? 

* Whe wins the game and 
how do they do it? 


6G 
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Sights and sounds 
Use all your senses to capture 
the excitement of the game. 

Describe the roar of the 
crowd and the mood of the 

celebrations as the winning 
point is scored, 
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WA sunject: 


ubject: Help! 
® Priority: URGENT 








Have been captured 
by enemy agents. 
Go to location X and 
recover the files 
immediately. Then 
come and rescue me. 
Am being taken to 
Dead Drop C. 
Beware: Yellowbelly 
is a double-agent. 


i Fe erie. 












Hurry 
Starfish 


Dep grey ete ttt yt 







~ * Do you have 4 code n 
* Who are you working 
or against? 

© Who are Starfish 








Global intrigue 
Spies often travel all around the world. 


P That gives you a lot of choice of exciting 


settings. For example, you could take your 
characters to an ancient town in North 
Africa, an elegant cafe in Paris, a secret, 
underground bunker or up to the Top of 
the Empire State Building. 
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Secret organization 


infiltrate 
double agent 
unmask 
computer files 
martial arts 
prototype 
secret wedpon 
undercover 


follow orders 
Cov ntd Own 


self~destruct 


narrow eScape 
scuba diving 
code word 


helicopter 
dnonymous tip-off 


— Intelligence 
. .° Secret mission 

















It’s summertime and you’re 
working at a local stables. 


One day, your boss allows 
you to go out for a ride on 
the pony you like the best. 


You stop for a picnic and 
tie the pony to a tree. 
But, unfortunately, the 
pony comes untied and 
runs away. Gulp! 


Write a story about 
what happens next. 


Questions 

© Where does the pony ge? 
Ave you in remote countryside 
oY on the edge of 9 town? 

© Who owns the pony? 
What will happen if you 
don't get it back? 

* What dangers might you 
or the pony come across? 
Ave you near 4 busy road, 
a dense forest, or 4 
fast-flowing viver? 

* Does anyone help you find 
the pony along the way? 

* Does anyone try te 
get in your way? 

° Do you get the pony 
back safely? 

* How does your 
boss react (if you 
own up, that is)? 
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Imagine that a 
Hollywood executive 
in a very expensive 


| suit knocks on your 


door. She smiles at 


you with her perfect 
§ teeth and says she 


has news for you. 


One of your stories 


' is being made into 
' amovie. (Pause to 


scream! Gasp! Call 
everyone you have 
ever met!) 


But there are still 
important decisions to 
be made: who should 
play the characters in 
your story on the big 
screen? 


Choose one of your 
stories and come up 
with a cast to play all 
the characters in it. 
You could cast famous 
actors, or your friends 
and family. 
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Dick some songs for: | fk 
the soundtrack too. 
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You could use this page to make a note of 
any interesting words that you come across. 
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This section has lots of tips to help you plan 
your stories and develop your writing skills. 
There’s also space for you to write lists of words 
that spark your imagination, and to jot down 
ideas for more stories. 





+x Giving your stories great titles 

a Sometimes, you might come up with a fantastic story title before you’ve 

even written the story. Other times you might wait to see how a story turns 
out before you decide what to call it. Whenever you pick your title, make 
sure it’s something that will make other people really curious to read it. 


q Story titles can be effective because they ave funny like ‘The runaway pancake’ mysterious 
like ‘The dark, dark knight’, intriguing like ‘Yow the elephant lost its wings’ or exciting like 
‘Kidnapped! Think of some stories you've read or heard about that have titles you the 
List them here so you can lock back at them when you're thinking up your own titles. 





@ 


New try writing titles for these Story ideas. 


Story ideas: Possible titles: 








The adventures 
of a talking dog. QD 
ia | 


i 





A boy who has a 
dinosaur for 4 pet. 
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A princess who dreams of 
becoming an astronaut. 
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ee 
e* SO 
se o : ; mae RE 
MW x In the beginning... =. 
2B ws. : 2 4, 

4 The beginning of your story is where you introduce your main ke 
. character and something happens to get the story started. anh: 
: When you're writing the beginning of your story, include ; 

something that will grab the reader’s attention. 





7 8 f ; 
— : if a4 Peay * 
=... Ditferent ways > eR eh a ee 
Snes PO begin rp 
A ae 
e Start with a person talking, so your reader immediately “meets” 
one of your characters by hearing his or her voice: a ae 
> 


“You can't expect me to ge out locking like this!” exclaimed the Queen. 


e Begin with some action: 


Dean stepped on the a5, but the other driver was gaining on him, 


e Open your story by describing its setting: 
It was midnight, and moonlight slanted through the trees onto the forest floor. 


A Y ; i 5 : , } y Pot a! ee Ls 
956 0655066005000580050005h) 
Choose one of your Story titles and try out some different opening lines here. | 


| 
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Plant seeds for later “SS x * 


, 5 Think about including something near the beginning of your story ae te 
= | will be important later. For example, this could be 4 clue that will help 


> fo solve 9 mystery. Or it could be a9 mention of the villains weakness | - 


* that will allow the hero to beat him or her in the end. 
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eC P Story rollercoaster a 


* The middle of your story is where most of the action takes place. To keep your 
: readers gripped, it’s a good idea to give your character a tricky problem to 
overcome. If one problem leads to another, the story will feel more exciting. So 
you could think of it as a rollercoaster ride with several ups and downs. 


C) 


Here's an example of 4 yollercoaster for an adventure Story: 


2. He heads 4. Ue finds a G. He lands safely 
off on @ trek. wooden bridge. in the water. 





\. An explorer 3. He needs to cross 5. But the bridge breaks 7. But the water's 
isin the jungle. a deep, wide river. under his weight. full of crocodiles. 


[960699569 3956655000590559566000000080 
A Here's a story starter with blanks for you te fill in your own story | 
vollercoaster. The problems could be dramatic and scary, or they could be 
simple and realistic, depending on the kind of Story you prefer. For example, 
a problem could be your character saying something embarrassing, and the 
solution could be another character telling a joke to distract everyone. 
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2. Inside, he 
finds 4 winning 
lottery ticket. . a 





\. A boy receives 
an erwelope with 
his name on it, 


Remember your story cant just keep geing, and then... 
84 and then... and then. Eventually you need to reach an ending ... 
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* Happily ever after? ve 


Bringing a story to a close isn’t simply a matter of writing “The End” when x 
% yourun out of ideas. The ending should feel satisfying, like the last bite of 4e 
a delicious meal. It’s where the story’s problems are solved and the loose 
threads of the story are tied up —- although that doesn’t necessarily mean 
the characters all end up problem-free and happy. 


How does it end? 





Here ave a few Suggestions for different story endings. * Does the Story end happ ily 
Can you think of some move? (There are some or sadly, or is it More 
questions for you to ask yourself on the right.) complicated than that? 


° At last, they were home. 


* The spaceship hurtled 
to safety as the planet 
exploded beneath them. 


° and they lived happily 


ever after. 


* From then on, he never 
did anything that 
dangerous again. 


* Everyone agreed that it had 
been a very unusual day. 


* Luke gasped in amazement. 


“So it was you all along!” 
he cried. 


© \s there 9 twist or 4 
surprise at the end? 

* Does the main character 
finally overcome his or her 
problems and difficulties? 

© |s there 9 hero who defeats 

4 villain in the end? 

* ls a mystery solved? 

© |s 4 lesson learned at 
the end? 

° |s everything resolved or 
ave there any questions 
left unanswered? 

SI 
Learning from 
other writers 
When you're thinking of 
endings for your own Stories, 
you could use your experience 
as a reader to help you as 

a writer. Make a note of 

endings you have read and 

liked. Were they happy, sad, 
Surprising or Clever? How did 
they make you feel? 





Heroes and villains 
Whether you’re writing about heroes, villains, unusual 
creatures or ordinary people, if you come up with strong, 


interesting characters they can often lead to some 
exciting story ideas. 


* A mouse that's allergic to cheese * A seasick pirate * Twins who can't stand each other * 
* A maid who rebels against the queen * A boy who invents lots of crazy gadgets ° 
+h fairy whose Spells keep geing wrong ° A girl who builds 4 home in 4 tree ° 
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Picture perfect 
Sometimes, drawing 
pictures of your characters 
can help you decide what 
they've like. 
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| ocation, location  Wigiae 


When you’re creating a world for your story, you can really bring it to 
life for your readers if you describe what the place looks, sounds, feels 
and even smells like. You can also use the setting to help set the mood 
of your story. For example, you could set a happy story at a beach party, 
or a scary one in a gloomy forest. 


Here ave a few possible settings with space for you to add lots more to use later. 


° Undersea city e Dragon's den ° Hockey tournament © Dinosaur Zoo *¢ 


© Desert island * Anivnal rescue clinic * Medieval castle * Fairyland * Wild West * 


Re observant 
Wherever you gp, make 9 note of the 
sights and sounds that interest you 
about that place. You never know when 
you might stumble upon the setting 
for your next story. 






















Adjectives: 
Common adjectives include 
big, small, ugly, beautiful, 

bad and good. But there ave 





go many others to choose A small animal could hen | * dazzling 

from, make Sure You don't « little. * pretty 

always use the same ones. | — + ravishing 
° tiny : * stunning 


* dinky | : 





An exciting adventure 
might be... mn = ; . 
. action-packed a gy phan tomb could 


e described a5... | like 


* intrepid Schur Ls 
. perilous “ale sty 2 
° thrilling e 

: Towering : 


° eerie 
! 


rr ~ You might say 4 
oe x * beautifil nis was... 





Sore adjectives aN 
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My love is like a ved, ved rose... 

To give 4 Cleaver picture of the thing youre describing, you Could Compare it to something else. 
So you might say, “a monster is as tall as a skyscraper,” or “a faivy’s voice tinkles like a bell.” 
This kind of comparison is known as 4 simile. Try writing of some of your own here. 





Verbs: 
These tell you what a character or thing does, thinks or 
feels and can reflect a person's mood or personality. 
When I'm in 4 sl 2 with my |) When I'm angry, |. 
hurry a viends, |... ee 
a7 © shout 
e rush * laugh = sulk 
* panic * joke 2 stamp 
* Speed ° play scam 
* sprint * chatter ; 
a Beware of the adverb! a 
te Adverbs ave words which describe verbs — for example, »V-/ 


quickly, loudly or suddenly. 


- But adverbs can make your writing sound clumsy. If you use more interesting 
verbs, you can avoid using adverbs altogether, and say what you mean more 
concisely. For example, instead of, “She stood up quickly from her seat and 

shouted loudly,” you could say, “She sprang from her seat and bellowed.” 
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Telling tales 
If you want to add richer detail and greater 
depth to your writing, you could try using 


different styles and points of view to see 
which suits your stories best. 


Experiment with your sevitences 


You can tell the same story many different ways. 
For example, you could write: 


The boy ran along the street. He was being chased by a tiger. 
but you could also write: 


Panting for breath, the boy raced along the street. 
The tiger was getting close! 4 


or you could put it like this: 


“Help!” cried Tommy. is short legs were pumping as fast 
as they could ge. “There's a tiger after me! Help!” 


All in the past? 


Whether you choose to write in the past or present tense can make a big 
difference to the impact of your story. Most stories are written in the past 
tense, because it’s usually what comes most naturally: 


Once, upon a time, there were three bears. 


But the present tense can be useful, especially if you want 
to draw your readers into the action — as though it’s taking 
place right in front of them: 


So Yim walking down the road, minding my own 
business when all of 9 sudden... 
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5 Points of view * 
* 


The ‘voice’ you use to tell a story is known as the narrator. 
You can achieve different effects depending on the point 


of view you choose for your narrator. €) 
Q 
_ "Me" point of iow = First person: ee 


\ . . 
Rsnoonoos@ 
When | woke up this morning, 


| had no idea what adventures 
lay ahead. 


This point of view helps to 
make a story seem personal, 


“You” point of view = Second person: 


(RRR RA 
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as though it’s being told by | You know you're in trouble 
someone involved in the when the boss gives you 
events. But, it can be limited. one of his looks. 
The narrator may not know This is an unusual point 
the whole story,andcan of view, but it can be an 
only talk about what effective way of bringing 
he or she knows. the reader closer to the 





narrator, as though they 
are both in it together. 


Lila 


“He/She/They” point of view = Third person: 


A burly figure strode across the deck, his crimson frockcoat Ah. 
flapping in the sea breeze. Where his left hand should have “ae 


been, silver hook gleamed. 

Here, the narrator describes a scene almost as though 
he or she is watching a movie. This is the point of view 
writers use most often. It allows you to get inside the 
mind of more than one character and gives your readers 
a chance to see the story from different angles. 
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Short, short stories 








y N 

If you want to give your imagination a work-out, you could “Sy 

try writing micro-stories. These should have a beginning, a A 

middle and an end, just as longer stories do. The only difference PN 

is that they should be short enough to fit on a single piece of Nd 

paper or in a text message. There’s no room to waffle, so make oe 

sure every word counts. = 

ah 

— 

q Try writing a micro-version e 
of 4 story you've read and a 
loved. How far can you boil ~ 
it down without lesing the , 

best parts? wa 
yr 
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Use 4 snippet of conversation = 
you have overheard as the id 
starting point for 4 micro-story. > 
It could be something youve Ne 
heard at home, in the street le 4 

or on 4 bus. ted 
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Imagine going on the 
Journey of @ lifetime. Yow 
would you travel? Who 
would you take with you? 
Where would you ge and 
what would you do when 
you got there? 


S Use a saying or proverb, 
such as ‘pigs might fly, 
as the inspiration for 
q Story. 
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Think of an intriguing old 
object you've Seen in 4 shop 
window or in 4 Museum. 
Imagine where it might 
have come from and who 
once owned it. Does its 


past hold any secrets? 
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Keep on writing 
It’s a myth that all great writers were born that way. 


Writing stories, like any skill, is something you get 
better at the more you do it. 
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Here are some tips to help you polish your skills. \K 
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~ saa Keep a diary. Write in 


Ask people to read your stories It when you feel happy, 


and tell you what they think Write In it mee ae 
of Views = good AND bad. | Feel sad. Write in it 
= oe ener when youre not sure how 
Ne eee you feel. Write down 
: =— Your secrets (and hide 
Go for walks and fell them, obviously). Write 
yourself stories about | down all the funny 
edly Spas fe0. things you hear. 












write a bloy 
about something 
you re passionate 


) about. 
co: 
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Keep a notebook with you 4 
| wherever You 40 $0 YO" Can 

| write whenever arn idea i! 
Le te oun le you Mave? spare 
ngment, take out Your 

| notebook and write the 

| frst thing. that comes 

| Into You' head. 
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Whenever you see a 
wold You don t 
understand, look it up 
In a dictionary and then 
vse It In Your writing. 





_ Talk to people you ve 
never talked to before 

at school. Write for your school mayazine 
oy newspaper. If you dont 
have one, maybe you 


could start one? 


Write long emails to your 
Friends and Family. 





Ask friends and relatives to 
tell you about their Lives. 
Can you Find beginnings 
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Read a lot and Q | 
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= Write Your Ow 


= Gney. you ever warited to write 4 Story 
Sas but wondered where to start? 


as a. Write Your Own Story Book is here to help. 

Hs Full of j inspiring ideas for all kinds of different 
Stories, with space for you to write them in, 
and writing tips to help you on your way. 


wwWww.uSborne.com 
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